mB*mtffiff (JP) (12) & [|§ i£p §^ & $g (A) (ll)fttftHH&H#^ 

#512002-157082 
(P2002-157082A) 



(43)&iS B ¥/£l4# 5 S31 B (2002. 5. 31) 



(51)Inta. 7 






F I 




GO 6 F 


3/033 


3 3 0 


GOOF 


3/033 3 3 0 C 2C001 


A6 3 F 


13/00 




A 6 3 F 


13/00 F SRfl 9() 


GO 6 F 


3/00 


6 3 0 

V O V 


G 0 6 F 


o/w u o u o r> u o » 




3/023 


3 4 0 

0 "X V 




^/05>^ Q407 R p q n 1 








rig ft M 


* * BfcRJS©»7 OL (£12H) 


(21)fflH»# 




#K2000-351095(P2000-351095) 


(71)fflSA 


399046131 












(22)ffiKB 




¥/£12*ll£ 17 B (2000. 1L 17) 




#^/(I^ST&®4fcK^«|Br l TB23S 3 


















(72)5»J|# 












^)\\^mmmmmm i t@23# 3 


















(79*0* 


fflS 3££ 










^MJIWSTlJfcltKSttWr 1 TB23S 3 























(54) \5m<ozm eeii^R^ftx^AAftfi 



(57) [mm 

fT®:fc^£8*9 3TT*7FL (SI 0 2) , :7W-\r*s 

flntfcr*n^;*^-f v*<oijfai;&m-rzbmz (s 
10 4, si 06) % K*fafc#fcLfcffle««a>e>tT 

u (s i o 8) , &nmx3F(D 

K»J1-52K^^E#«:*^U (S l l 0) , ^W+lc 
i 0 JfT^ixfc i xc>ttjc£;-r5S:^^A^1-5 

(S 1 1 2, S 1 1 4) 0 




BEST AVAILABLE COPY 



^ * 5 o %*&nm.it^mz.?A'--7ik ltib« u-c*j 
mi**** mi r x fsamnmx^Rvmmpi 

U 

e>#£ £ its nmx^m^mn'pnnm^ t 

u 

i~f irfc J: 0 i¥T £ ixfc l (Dtittztf * v K *tJ&-r 5 iS:^ 
SrA^i"*, *^y:/*#tr£ 

u 

U 

W -He J: 9 l¥ TSitfc l <D$i&#? >^Mfc-tZ>X^ 
A^^feo 

&z rnz ltsi t> s-cfcBtris^A^^^ >*&m-tz 



(2) i|#B8 2002-157082 

2 

^ft 5 o %&£nmx : £mzysu-y{tisxmm l-cjs 

w-f-WdJ; t)Jf T^itfc 1 wfilrfE^A;^* >-(c*tf£: 

S^S^A;*?** >4r^Ti-5 A^BSr/B^fc***:*^ 
ol : «r#fi : ®s:# : ©«c^-^bU-ciE«L.r*j 

>amzm'3^xftfezti&ffmx*&%i&m 

30 «:»)SUTII9 arfcffirEX^A^j*^ >«r«g<Ji-5 
U 

w-firtcfc •j^T*tvytl«OBtfiS^A^#^>'tc*ri£: 
*^iX*A**«fe. 

tecD7»>/i3t^A^*-&Srl2® Lfca»#:Jt*A/jSSfi&t* 

/xr* = ^ tr a. - 9 mmmtwm<w. 
40 A^l5tiS5lc:lE«^ig**^«cS:# : A^$IB«i*5v^-c, 
v^-TSA^^Ifti:. 

^ «>5 O^^^Sr^fe^jZ/P-^ftiUTIBltU-C*? 
50 ttd»&4»£Sii«ffn^<r9ffilMt>03lT9iX^&i- 



3 

£*>*;£^A;^go 

[0 0 0 1 J 
[0 0 0 2] 

**Lfc*—*- K«r»fPi-5 r i fc: J: 0 A*Ji"£ r <t a* 

[0 0 0 3] «rfffgl2 7 1 5 9 7 7*T?«t. 5 

B$ 0 5 7 **ymx— SBfife'&fcHirTffifi Lt** 

T% 5O*£T0*-*A1IT*&S»'tt<tt*. *L 

i¥I 1 1 - 1 8 4 5 8 6 ±ie^S<^<t 9 tC* 

[0 0 04] *fc. 2000-132311 



3 ) #g|2 002-157082 

4 

*frKHi-»«» («) «r«*LT*-4:X*iO»iS 
[0005] MtC, 4#BB^ 2000-148358 

^A*«Hd5B8^$itT^5o roBEKJitttf, ffi^ 
^4><b«k^&fMb$jx a r l 2 a>toM*v>&fafc» 

m&XX^*&fel,X*<DX^$:At}'fZ><DX\ —mo 
$:A^-C#^o 

[ooo6] kzzx\ ^0-eiiy-A*«-e«EfflSix 

r^P^X-f 5^ (3 9, 4 0) 
(3 1-34, 4 1, 4 2) M+^^^^t 
(3 5-3 8) \c£<>xm&ZthX^Z<7>&-f&$) 
30 fcfcO, W^tf&f-CTtP^f^ 3 9 <?3&fK 

1^^ 1 5 J: 5 left o fc*^ ftitt-eii-Y 

[0 0 0 7] ^B^tt/J^S!!7— K^o-fey^« 

, ^^mts <b ^ o ft'hwmm i-^i ^ a 

SBttt03^hD-7/^hU ±lcy-Aics« 
ffrsfcftlcttffl-rst^-efc^ds, d*ft3t#=A*«rB 

w<t Lxtf? >^<n&m*&&&&ftbfrxi^mxn 

ftV^OT^ ilS^a^fSteO^^^^cO*^^^ ho- 

50 ?s<y h'x<o&m\cmm-rzzkt±mmx&>^ft 0 ^<d 



(4) 1*112 0 0 2-1 5 7 0 8 2 

5 6 

0*0*«#^v«rJf ITS:? -e*9, lX?foA^Lt^< t>©-er*ftv^©-e* e 

(0 0 0 8] JEfc, #M¥l 1 -1 4 3 6 1 6-J§-0tt, #iOja^t>-frlcJ:o"C*a4^5^SrA*i-5J: 

X*A^Ofc«)fC3VhD-7^3/ K«r««U"Cfr5^ *AAM1G>»WMU l»foAALtv>< tottt 

Siaffl^aVho — K*rJBWt % ^yt-^OS! 5fc^)T'fe^ fc t> 1 0 

ffv\ ^ffA^tt**^^^— -effiW^stuTir^ x*AAofc^o*ffl»«t^>5^bffl5t><o-e«[* 

[0009] [00121 #3SWtt-bE«gK«3K 

[J8«^*LJ:5tr5BI«l ±IE^»cB*fe**Lfc 20 «iJI©HIW4A*IIIIM^t«lc*ftJ:*tA 

S*fcL«>*fc«>U:* *:y^*/i^^*;*l?£?iJ/i3L [0 0 13] 

«r8H-*>-cttfc< 5 o#£>//i — 7 t iti,X2gtmxx^ ^ ^^l^ffiSd fcxtt**^ i <DT-f*y 

«X*jWfcSixfc*W^fc*tf* iS<#XSixT^5y fcd>4J*AA*tt-C*ot, ™> 5 0 

-Cl*ftlr\ ^tt, y-A3gBtt*3KWlwtty-ASr* EtTRX^RWifrERSr^U f^ET^n ^*^-< ^ 

ir<o*M*<DX*AA*ff5»Bfcfc5fc«>* X^SrlRfcStR* OfflRX^fc U fflE»tK**>fT«5: 

liW6d»|:R45i«oy-A8Iffl3yhB-9/<y TfettE*^ >«:«»Ji-*sK^^E#«:*^U. WES 

tt&friOtk Siitv^fc. K J: 9l¥TS*tfc l <D(Me#* xfc^-J-^Sr^^A* 

[0 0 10] ±Eo<fc5fc^-A**>^i~f-**> 40 ^xy^«r-&tfr i:«:«F«i:i-5o *3BHlcJ:*i 

zt, 7isj*&+ttfa#*>*&ftLx*--y;u*: mm-r*>s o^o, m%tEx&*$:ic&w£tix\,^z>T 

*«re, ffiv*fc*^— *WflW>WJIL E*«r**A $ e>a«t-5J:9lcUfcor. iISC<o^-A 

[00 11] 1-1 4 3 6 1 6#-Ctt, 50 [00 1 4] *^^S2(Di«ll » 1 Ofi«lC*5lt 



7 

r tzftmtTZo -^^y-^um 
[0015] *mm<Dm 3 <omm*, tEiajmin+tt 10 

^xftfe£tiznmttz&&miR*<oftmttt u 

^A^^^v^^-rssr^^A^-rs, ^x^* 
^tfr tzftrnt-tZo *&m\z&\,^xt>, 'h£?mm 

z>o *it s *&m<Dm4<Dmmt* x m3t>mmx<D&n 
mx^*&mcmmi,xm7Fi-zzt$:¥Fmk-t-z> 0 z 
vx, *&m<om 5 commit i3(Di«wi4oi 

fl^P)i5 &X<D{*Ithfa 1 O^O^^A^^fe 
(O^a^^A^IS^Lfc^^A^^g&t^/X^^ 

ISit«l5^|5lgpT^^^^A^^fifc:±5^T. 
ffilieR^^i-^lglO^^^, ^IBT^-n^^ 40 

TZixft 1 <£>ittf!5#* >fc»ff;-r5^$:A^-r 5^ 2 
Oig^©^. ^ii^^r^§r4^®i:i-5^^A^ 50 



) &ffl 2002-157082 

8 

[0 0 17] 

[0018] ai (c^<t 9 ic, i^%mm<onAmv 

gU:rU^:? 4 A*>$Sg 3 tfftftd tit V > 
5 D y-^^g*ft:2«, CD-ROM^Eg!l»l 

l^lE^^^^-^^D^^A^-A^-^^gfti 
Wfwy-iN^a^2^(DfB^ (RAM) fcln— KS 

[0 0 19] m2\c*k-t£?{z s Xttfkh LtOAA 

30, D^ySl, A^y32, OjK^^33, x 
tf*>-34, i^y35 ( *7K^>-36 f £3tf*>-3 
7, SX-mfSZthZ+ttfatf?^? K 

T-Tvlf^TJ y*&3 9, *40 x Lt$?^41 p R 
#*V4 2&tfirU^ h#^>-4 3^<7)«>«r^^^^ 

[00 2 0] 03 \Zfp:-t£ o fC, — Agi^ft 2 te§£ 

&2<D»ft#l9:£ LTCDCPU^n $,^2 OSrfilxT^ 
5 0 CPU/a^2 0lt ^3Se*^2rtO*SB 
b<DT — *fci£&±lZfflfflTZ>SC\J (System Control 

unit) , tp&s&tsmmmk u-c^^n y ?xvm 
^ £ - w tciae-r * r a ms^ r 1% h &m%tt z ^ a 

[00 2 1] SCU2 0(C^gP^^2 5a*g&g£<*tVT 

«) sr5(iurcpu^o^^2o-A^ffia^teai-r 
5A^S(taJ2i, ia^L*v>^^cpu$:«ixfa&^ 

2 0~«i£i-5CD-ROM K^-T^O^K 
81^2 2. E/Tl4V^CPURt;VRAM^tx.C 
PU^d^20 $^cifSJc^oTS««r» 
It5®MIg52 3, St/, ig^L&V^^CPU* 

^*®M-*z>^&$m.U2 4, (c^g!$ixrv>5o ^ 

A^S^gP2 1 «:A^^g3lc:, H««i3132 3tt 

jg $ nyt * f - ^ 5 \z * ti^tcmtgt z tt x 5 o 
[0022] *nmmm<D^mm ^f^y-Ag 



( 6 ) 



2002-157082 



9 



10 



[0 0 2 3] @4^-TJ:5(-> CPU^n^^20rt 
(OCPUli, h n — K^feoA^ti^aSC 10 

/i—^>r-tt. *i\ ^fj/^i o 2 T*ia 5 (c^i-J: 5 

[oo24] W50 ^z&nmx^mcyju~*7{k u 

re>j r*>j o^u-^c^tt, r^j 

r&j , ivj . r?j , rxj r^j 

r<j . rttj Rxt rrj osx^ r^j 20 

-^fdte , r£j TA,j <^3m^5i9 

<D#m&mi&tmm2 3{zm&£ixxfrt£X^t>mm 

[0 0 2 5] @5JC*5l>T. mm±JjtZ\** AJlZtltl 

5^^BK h^^^3 O^JfT^ixfc* 

LTA^6fc&<^:£^^®®W2 fTSIS:*** 
tR^5fc#OR7gIIia^V3. fttfflTixd^fTfflX^Sra 
tR^s^ofrgfR^-y/uc 2*s*/T*ht^5. r 

< r £ l£ J: 9 E#LfcHrt<o^<Dm«K^gi:£ 40 

iltR*-y^C2lim«E^«^nr^5tT$:}gL, Beff 

its^*nt^5 0 «l «JBi«ttt-cttfTai«*— y 

[0 0 2 6] 040^7^/1 0 4 (C^oV^T, ^ 



ry^l 0 8r*fr5S^-y/l-C 2©*|b1^, T^n^* 

U J|«iS*tfc|f©«l«rK(Ei-*t*^aKfTSIX**: 
RAMlCteflrTSo 

[0027] ^ir, ^f^n or% a^sttfcff 

^IT^r^/l 1 2— iStfo 0 6 (c^-T J: 0 

v\ ::t* rfoj is^^ ho- K±<z>D 
jK^y3i, iVj iiA^y3 2, r^j wto^^^ 
33, r^j i*x/tf*:/3 4^tt r*jj isr#*:^4 

[0 0 2 8] ^T5'7'l 1 2"C% ^U>f irlci 9D. 
A, O, x, RsR^^ffirtL^jf-FSitfc^SrWJE 

vfc^tiS-rs^^A^snRAM^t&^^nr^^ 

RAMlC*|ft$ixT*Oa*ixSfc*l^ M«^S§52 
3gftt« W A A EiffiW 1 ic-t <Dj$ * > l£ »IS L 3t @ W 

[0 0 2 9] ft^^^^^l 1 6-C. -t-ttfarttl''*: 

ISWl (Dtp&X^Afi* — V/uc l Sr^iftS-frT^^ 
1 2 0ldx§t*o *#^v^JfTS*t^»*ttK*-y^ 
BE*-y^tt2E^»»UT***ix5 0 *— y/u***a 

[0 0 3 0] 2 0T% fTSK^ — 

2*s r*,j rt?j «rtturv>a^^<rfa£i-&. 

5o SJlfl)l<Oi:#llXfy/l 2 6lcit^, Hf)£«S 



11 

m^} ,mii \CTjk-t r^ffl^j % m 1 2 m 
^•{e^j , 01 r^^^-^-j % @i 4i^t 

tt/u^t^ h OhX^) j , Hi 5fc^-f- \T)V7 
T^yY iKX*) J , -t Lt rt>fe^4j ICRS. * 

KSr*Hi-6. ffi, ¥SHf, -»*, ffi^ 

T I4*fls L v ^ J: 5 U fc 3ft« , - *i «r*»CflS-r * * 5 

loo3i] gctc^^^^i 2 6-c, y^c 

««©tjtt^!/^l 3 2ld3t** 

3 5XI1W^3 8#HT&tlit.t*&*»bmj&t6. 
®fe«*G>J:#tt*^3r:/l 3 2 Kit*. 

4ft«-ei* roj , r i j , r2j . r 3 j . Uj a*Se 

^S;h/rv*5a^ _h#*>3 5XI2:T#*>3 8M¥T 
ZtlltbZn. T5J, T6J., T7J f T8j , 

T9j t>?-SJ¥"pr*£ roj . 

rij , r 2 j , r 3 j , uj ds*^sn»«^figi: 

-e«5) . r-j . j , r c j , r • j as**** 
ft. ±tf*>-3 5;mT#*^3 8£#T^5fel-#:<o 

[0 0 3 2] S*W(ci4«±0^:5^^A*S:»«?jS 

l-**H-* 0 -t IT, ^r^l 3 2-cmSE^MA^® 
BWltc^^ixT^^^?0Srg^tc5|3£i-6ir ^ 
* h#*>-4 3as»TSftfc5*vSr*IJ£U WSWJEo 
^(^fy/l 3 4T-*^9Sr«*L, frtzX^Afi 

3 6T^^- h#*>-3 0iSJTT**tfc*>5d»S:«S'r 
5o #««*<Ok#tt. ^SgtfA^^r^JhLT^ft^A 

Jo^l^ryyi 0 4lcM5 e . 

[0 0 3 3] J£*T. IlOlWit'P^r^^ 
SR®®W2Xf4R^®®W3 0^(C^H^r*D^yS:te ! 



( 7 ) 4$PH 2002-157082 

12 

(Sl2 0i£t£j£f§) 01 7K«t J: 5 fc£*»OTB5W 
2Oft*>0»cA**««rl>Di^*«U 
JilcA^ (SIR) ^rtBftSC*4r**Lfc**Ufc*EHi«J 
«"C*S 0 wfilciO A$?tf>IB-J§-«r«M-fi 
**-*r*ft< (E#fc^S#*^E««r*;tfc9H 

J&-T6#* ^SrJfi":: £ lei 9 @MoX$$:AAt5 r 

t?i*sn 1 (ommrnm t &t> * ft v \ 

[0 034] (f 3 <D|ltt7gffi) 018 fd^-r J; 5 f-R 

^h®w3 «:wt-m<ommt Lx^Ltimmmmx^ 

<5 e S*»ft«fifc^tt»ico^lfi^J|gk^P>ftv^, 
^ l<"{ -Y&Tl-a yxrj y? T*l4ft < V 

1 oiufijBjsT?^ 7 4: r a<omEmn^<onmx 
^^^5r^jcft-5 0 m« mKommmmx^ stm* 

20 -K**HLfc9X*AA*-y^«r»»i-5»«lc+ 

1 3»sn«KClV SttTir^S*^^^*^- KStJCJEpT 
6gfc-r$^(0»B^Si:ft5o rojSttKT«)*4» 

[0035] m4<ommmm) mi 9\^~f£?\cp] 
mwmw3&&-W(DMmk i,x^i,timmmmx^ 

Zo S*Wft«**tt«3<oSI«fi«ffit«fc)bftV^^ 

[oo3 6] (&5(D&mmm 02 o^-r^icR 

So *3©»»«»tf«4 0»I»«l«rll**Wfc 

[00 3 7] (16 c?5S|JS^Jg) 021 \C7jk-f£ 0 ICR 
*WBW3<o>t > <o*^«rJ:0^0«< LfcftlkStR^ 

40 [0038] *SSlfi«tt-Ctt. A«)gIR£*lC:l3tt 

^ftX*S:A*i-5fc«>^>Hiffi (*HJS^«gT*^ 
5 4:w50*WA*HaBwi f 3t*l«IiW2»t;n 

jg®®w3) o^^Rt5^^co^^T, #»9!tf>a»ftS: 

^AAA-fytrFE'P (Front End Processor)^: Lt 

W»-Ct/h«*Mv>T^ft5:*A*«:SlfT^rffi4:i-5J: 
5ft*fifeT-*>oTt>at\ r^OS (Operating Sys 
ten)<Otbf^lcS^t^T«*^ix5r klCft^o * 
50 SMftty-A8tffl3VhP-7AV KSTfUB-fS 



( 8 ) 



200 2-157082 



13 



14 



<?rett#<, a>fcX^&AA^S»ffi&^tf«*S>T7' 

[oo3 9] *mm&mxi*. a^x^A^n io 

A«rE»UfcE«Wt* 1 ft«fl«Bttt 2 2 -ett*» 
6r 9 RAM^n^A£$5i£^£J: 

«E#«BtSB2 2*«^-f ROMC^ftX*A*^n 
^7 J* LT r (OR OM^?>^4*?A*^o ^7 
A^gg^a-TJ: 5iartJ:t\ ^(DXilctthtt. 

mmmx't*. e»8&#i £ LtcD-ROM^ts 

C&J-ClfcW L^ri*. CPU/n 2 OORAMIdn — K 
VD-ROM?T^ott, r ft 2 2£ 

v^fttf**w«:ii«i- 6 r <t * r £ 9 

[0 0 4 0] 

a»£Xf***U:K@£ftT^£T^c2^;*^ 
&t/ii«*tdga®^ft-C^^D, A*f<D&m<D»&tff 30 

Eg^ft^^ftfctT^^^^r^^b, fttc*^ 

5 0 

[BSOHViRn] 

[an ^Kflay-A^Ho«ttffi«s:^-rai»^a0 40 

[0 2] «Sffi^-ASBtcffiffi$ft^A^SM^¥® 

0-e&* e 

[S3] *^^^ii^L^^i(oiiig^oy-A$ig 

[@4 ] fg 1 oJtlt^tSo^ftJ^A*^-^^*:^ 
[0 6 J ^j§«P®W2*0^ IVj , E^AlC*}- 50 



«t5A^y3 2&WT£tl1tW^ £l»A*>li©W 

So 

[0 7] X*a«®EW2 4 , oS:^ r/^j , fs-*§-Otc*t 
It-r50^^^3 3*M¥T*ftfc«fc* £ffirA*iBffiW 

[0 8] it^Miiw2f(Oi^ r^j , fB-^Ot-tt 
^tSO^vs 3jW¥TSftfc«fc, i&SJA^ilfffiw 
1 \z r^j #*^Sftfc*£<D7-i'tr*~*^Hffi^* 

[0 9] J$l«IiW2t(0^ r#j . e-^ajc^ 

ll£ r§rj ^^^ftfcir^t^^u^n^oii®^^ 

[010] _h#*>3 5 3U±Ttf*>-3 8aS#T£ft* 

[011] ±tf*>3 5Xi±T#*>3 8£*¥TLT3t 

[0 12] ±#*V3 5Xf*T#*>3 8 5:JfTbT^ 

X^%k%<DT\sV*~#K%t7F£ifrtzmmx*>Z> 0 
[0 1 3] ±^^>-3 5XttT#*V3 8^Tltt 

v * 5 £ # o ^ u e^e ~ * tc*^ $ ft tzmm x&> Z> 0 

[014] ±/^y3 5X(iWV3 8^»TLT$ 

KSrT/^r^^ h (/J^^) ^e— Kir U 

Taj ^^Ac-frx^S^tO^Uf^^^^^^ 
ftfciij®-e$>5o 
[015] ±.X* ^35 XHT^^ V38 ^rffT LT^E 

ft^@j®f-e*>5o 

[0i6] tT^iR^-y/uc 2£ rgc#=j tc^^TiS 
[01 7] n2<DmMBmic*$rtz>. mi<onmmmx 

[018] M3(OHJS^fli^Jt-5. miOHjfe£?gfi8X* 

^9 *><DX^mvimmvf 2 Rt/R^piffiw3 ^tes 
1- ^ - ^ ic^^ £ ttftmmxhZo 

[019] ^4^H^Sifcioft5. SloSffi^it 
^9 k^ 5co^?i^iiw 2 Rt^R^lj^w 3 Mffl ^ 

[020] &s<Dni&Mm\z&rtz, mi<omm^mx 
[021] ^6onif£^fi^*5it5, mx<ommmmx 



( 9 ) 



2002-157082 



15 



16 



1 mmmfr 

2 y-^$ie*# 



4 7l^f^^ 

5 ^ t"— ^7— 

20 cpu/d^ «i, S2^fa»t;i 

1, «2 01K¥B) 




[03] 



•{ 




-20 



|cpu| [koM| [ram] 



□ 




[06] 



[13 1 0 J 



vet's oram***- f) 

H 

4 t 



99 







tfe£ 






[il 8] 




( 10 ) 



#§B 2002-157082 



[194] 



[02 1 ] 



-102 



wmvtm&m 




Z3 



108 




JO 













>2 > 






^ Y ^-124 










J? 126 



□ 


A 


o 


X 


R1 


& 




p 









z — > 


f 







imi 9] 



( 11 ) 



#M 2002-157082 



17] 



*5£ 




[B8] 



fib 




HQHHBl 
□ □BEE 



[09] 



£ SO Etta's 







tfc£ 






□ 


A 




X 


R1 






< 







[ill] 




II 2] 



»Jfc 



D 




O 


X 


M 










b 


m 




c\ 






[Hi 3] 




( 12 ) 



<&M 2002-157082 



14] 





a 


X 


6 


X 


M 




a 


b 


c 


d 


e 




1 5] 



IaIbJcIdIeI 





F* — 2C001 CA01 CA06 CBOO CB01 CB05 

CB06 CC01 CC08 
5B020 DD03 

5B087 BC02 BC17 BC26 DD14 DE02 
5E501 AA17 BA05 CA02 CB03 CB04 

EB08 EB19 FA02 FB22 FB24 

FB28 




□JAPANESE PATENT OFFICE 



PATENT ABSTRACTS OF JAPAN 

(11) Publication number 2002157082 A 

(43) Date of publication of application: 31.05.02 



(51) int ci QoeF 3/033 
A63F 13/00 
G06F 3/00 
G06F 3/023 




(21) Application number 2000351095 

(22) Date of filing: 1 7.1 1 .00 


(71) Applicant 

(72) Inventor 


ERGO SC 

NAKAMU 
INAGAKI 


>FT CORP 

RA KENJI 
KATSUHIKO 



(64) METHOD OF INPUTTING KANA CHARACTER, 
RECORDING MEDIUM, AND KANA CHARACTER 
INPUT DEVICE 

(57) Abstract 

PROBLEM TO BE SOLVED: To provide a kana character 
inputting method capable of inputting kana characters 
easily, using an input device for a general game device 
having one analog stick in the left side or the central 
part and a plurality of buttoms in the right side. 

SOLUTION: Japanese kanas are grouped preliminarily in 
the every first letter in respective fines to allocate 
the first letters in the lines to be displayed in plural 
areas partitioned radially from the center of a circle 
(S102), a direction of the analog stick inclined by a 
player is detected (S104, S106), the first letter is 
specified based on the area corresponding to the 
direction (S108), a buttom symbol is displayed to 
discriminate the characters belonging to the group of 
the first letter and the buttom on the input device 
corresponding to the characters (S110), and the 
character corresponding to the one buttom pushed down 
by the player is input (S1 1 2, S1 1 4). 
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CLAIMS 



[Claim(s)] 

[Claim 1] It is the kana alphabetic character input approach using the input unit which has two or more 
carbon buttons in the left or the center on the analog stick of 1, and the right. Beforehand, for every head- 
of-the-sentence alphabetic character, carry out grouping of the 50 sounds and memorize them, and assign 
said each head-of-the-sentence alphabetic character to two or more fields classified into the radial from 
the core of a circle, and said head-of-the-sentence alphabetic character and said circle are displayed on 
them. While detecting the direction of said analog stick to which the player leaned the usual location of said 
analog stick as a core of said circle The head-o-f-the-sentence alphabetic character specified from this 
field corresponding to said direction of [ in said circle ] is made into the head-of-the-sentence alphabetic 
character under current selection. The carbon button notation which identifies said carbon button assigned 
corresponding to the alphabetic character and this alphabetic character belonging to the group of the 
head-of-the-sentence alphabetic character under said selection is displayed. The kana alphabetic 
character input approach characterized by including the step which inputs the alphabetic character 
corresponding to said carbon button of 1 pushed by the player from the alphabetic character belonging to 
the group of the head-of-the-sentence alphabetic character under said selection. 

[Claim 2] It is the kana alphabetic character input approach using the input unit which has two or more 
carbon buttons in the left or the center on the analog stick of 1, and the right. Beforehand, for every head- 
ofHJne-sentence alphabetic character, carry out grouping of the 50 sounds and memorize them, and assign 
said each head-of-the-sentence alphabetic character to two or more fields classified into the radial from 
the core of a circle, and said head^of-the-sentence alphabetic character and said circle are displayed on 
them. While detecting the direction of said analog stick to which the player leaned the usual location of said 
analog stick as a core of said circle While assigning the alphabetic character which makes the head-of- 
the-sentence alphabetic character specified from this field corresponding to said direction of [ in said 
circle ] the head-of-the-sentence alphabetic character under current selection, and belongs to the group 
of the head-of-the-sentence alphabetic character under said selection to said each carbon button The 
kana alphabetic character input approach characterized by including the step which displays the alphabetic 
character corresponding to the configuration and each carbon button location of said input device, and 
inputs the alphabetic character corresponding to said carbon button of 1 pushed by the player from the 
alphabetic character belonging to the group of the head-of-the-sentence alphabetic character under said 
selection. 

[Claim 3] It is the kana alphabetic character input approach using the input unit which has two or more 
alphabetic character input carbon buttons on the left on the direction carbon button set of a line selection 
cross joint, and the right. Beforehand, carry out grouping of the 50 sounds, memorize them for every head- 
o1H:he-sentence alphabetic character, and each head~o1H:he-sentence alphabetic character is arranged 
and displayed on a column. The head-of-the-sentence alphabetic character specified based on actuation 
of said direction carbon button set top of a line selection cross joint by the player or a bottom carbon 
button is made into the head-of-the-sentence alphabetic character under current selection. The carbon 
button notation which identifies said alphabetic character input carbon button assigned corresponding to 
the alphabetic character and this alphabetic character belonging to the group of the head-of-the-sentence 
alphabetic character under said selection is displayed. The kana alphabetic character input approach 
characterized by including the step which inputs the alphabetic character corresponding to said alphabetic 
character input carbon button of 1 pushed by the player from the alphabetic character belonging to the 
group of the head-of-the-sentence alphabetic character under said selection. 

[Claim 4] It is the kana alphabetic character input approach using the input unit which has two or more 
alphabetic character input carbon buttons on the left on the direction carbon button set of a line selection 
cross joint, and the right. Beforehand, carry out grouping of the 50 sounds, memorize them for every head- 
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* of-the-sentence alphabetic character, and each head-of-the-sentence alphabetic character is arranged 
and displayed on a row. The head-of-the-sentence alphabetic character specified based on actuation of 
the right of said direction carbon button set of a line selection cross joint by the player or a left carbon 
button is made into the head-of-the-sentence alphabetic character under current selection. The carbon 
button notation which identifies said alphabetic character input carbon button assigned corresponding to 
the alphabetic character and this alphabetic character belonging to the group of the head-of-the-sentence 
* alphabetic character under said selection is displayed. The kana alphabetic character input approach 
characterized by including the step which inputs the alphabetic character corresponding to said alphabetic 
character input carbon button of 1 pushed by the player from the alphabetic character belonging to the 
group of the head-of-the-sentence alphabetic character under said selection. 

[Claim 5] It is the kana alphabetic character input approach using the input unit which has two or more 
alphabetic character input carbon buttons on the left on the direction carbon button set of a line selection 
cross joint, and the right. Beforehand, for every head-of-the-sentence alphabetic character, carry out 
grouping of the 50 sounds and memorize them, and assign said head-of-the-sentence alphabetic character 
to two or more fields which classified the rectangle in the shape of a grid, and said head-of-the-sentence 
alphabetic character and said rectangle are displayed on them. The head-of-the-sentence alphabetic 
character specified based on four-directions button grabbing of said direction carbon button set of a line 
selection cross joint by the player is made into the head-of-the-sentence alphabetic character under 
current selection. The carbon button notation which identifies said alphabetic character input carbon 
button assigned corresponding to the alphabetic character and this alphabetic character belonging to the 
group of the head-of-the-sentence alphabetic character under said selection is displayed. The kana 
alphabetic character input approach characterized by including the step which inputs the alphabetic 
character corresponding to said alphabetic character input carbon button of 1 pushed by the player from 
the alphabetic character belonging to the group of the head-of-the-sentence alphabetic character under 
said selection. 

[Claim 6] The kana alphabetic character input unit which recorded the kana alphabetic character input 
approach of a publication on any 1 term of claim 1 thru/or claim 5, and/or the record medium in which 
computer reading is possible. 

[Claim 7] The kana alphabetic character input program which inputs a kana alphabetic character is set to a 
kana alphabetic character input unit memorizable in the storage section. An input means to have two or 
more carbon buttons in the left or the center on the analog stick of 1, and the right, The 1st display means 
which carries out grouping of the 50 sounds, memorizes them for every head-of-the-sentence alphabetic 
character beforehand, assigns said head-of-the-sentence alphabetic character to two or more fields 
classified into the radial from the core of a circle, and displays said head-ofH:he-sentence alphabetic 
character and said circle, While detecting the direction of said analog stick to which the player leaned the 
usual location of said analog stick as a core of said circle The 1st selection means which makes the head- 
of-the-sentence alphabetic character specified from this field corresponding to said direction of [ in said 
circle ] the head-of-the-sentence alphabetic character under current selection, The 2nd display means 
which displays the carbon button notation which identifies said carbon button assigned corresponding to 
the alphabetic character and this alphabetic character belonging to the group of the head-ofH:he-sentence 
alphabetic character under said selection, The kana alphabetic character input unit characterized by having 
2nd selection means to input the alphabetic character corresponding to said carbon button of 1 pushed by 
the player from the alphabetic character belonging to the group of the head-of-the-sentence alphabetic 
character under said selection. 
<BR> 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Field of the Invention] This invention relates to the kana alphabetic character input approach, a record 
medium, and a kana alphabetic character input unit, and relates to the record medium and kana alphabetic 
character input unit which recorded the kana alphabetic character input approach which can input a kana 
alphabetic character easily especially using the common input unit for game equipments, and this approach. 

[0002] 

[Description of the Prior Art] Generally, when inputting a kana alphabetic character into a personal 
computer or a word processor, it can input by operating the keyboard connected to these. The keyboard 
used here is equipped with many keys required for an ordinary character input. However, since there is a 
limitation in the number of the keys which can possess these equipments when inputting a kana alphabetic 
character in the equipment which gives priority to the miniaturization of a small word processor, an 
electronic notebook, etc., for example, it is required by few keys to be able to input a kana alphabetic 
character, and various invention corresponding to this has been proposed. 

[0003] For example, 50 sounds are divided into two or more groups in patent No. 2715977. The folder which 
has the kana alphabetic character contained in the group, and a key corresponding to 1 to 1 When a part of 
folder to which the key which was made to pile up a part mutually, has arranged, displayed and was pressed 
between adjacent folders belongs is arranged at other folder bottom, rearrange to the up side and it 
displays on it. The kana alphabetic character input unit which can input the kana alphabetic character 
corresponding to the detached key as a target alphabetic character is indicated, according to this invention 
— 50 sounds — for example, "**" — " — it is — " — " — since carry out grouping (the "Japanese 
alphabet" — " — writing — ******" — ) so that it may belong for any of each head-of-the-sentence 
alphabetic character, such as ", being, and a part of these are made to pile up mutually, it arranges and it 
displays, it becomes unnecessary to provide the keys of all 50 sounds And if the key corresponding to 
which alphabetic character which made the depression condition of a key with a finger detectable with the 
touch sensor mounted in the display screen, and was displayed is pressed, since the alphabetic character 
corresponding to the key of the location where all the alphabetic characters in the same group to whom 
the alphabetic character belongs were displayed, and the finger was lifted is specified as a final input, the 
count of actuation of a key can be lessened. In addition, in publication number No. 184586 [11 to ], the 
approach of specifying and inputting an alphabetic character using the virtual keyboard and mouse by 
which a screen display was carried out is indicated instead of using a touch sensor like the above- 
mentioned official report. 

[0004] moreover, in provisional publication of a patent No. 132311 [ 2000 to ] While displaying the 
alphabetic character which divides the character string into the stage and the line, presupposes that it is 
selectable in any of the displayed stages (again limping gait) they are, and belongs to the selected stage 
(again limping gait) The alphabetic character input unit which can presuppose that it is selectable in any of 
the displayed alphabetic characters they are, and can input the selected alphabetic character as a target 
alphabetic character is indicated. According to this invention, by making each key correspond, first, if the 
key which chooses any or 1 of the lines which displayed the line and displayed, and corresponds is pressed 
Since the alphabetic character corresponding to the key will be inputted if the vowel (stage) belonging to 
the line corresponding to the key is displayed, the correspondence relation between a key and an 
alphabetic character is changed, and a key is pressed continuously, a kana alphabetic character input can 
be easily performed by few key strokes, without needing the key of many numbers. 
[0005] Furthermore, in provisional publication of a patent No. 148358 [ 2000 to ], it has a movable 
directions lever at the point of 1 2 arranged on a periphery from the core directing [ direction ], and the 
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alphabetic character input unit which can input the alphabetic character specified by detecting the 
* migration location of a directions lever as a target alphabetic character is indicated. Since according to this 
invention an alphabetic character is decided and that alphabetic character is inputted when the directions 
lever was moved from the medial axis and which point of 12 directing [ direction ] was shown, a consonant 
is decided and then it is moved to a circumferencial direction, and a vowel is chosen and it is further 
returned to a medial axis, an alphabetic character can be inputted by actuation of only a directions lever, 
. without needing no key. 

" [0006] By the way, the controller pad as an input device used with game equipment can enjoy a game by 
the end of today, operating an analog stick 39 with the left hand, and operating [ it becomes general to be 

• constituted by an analog stick (39 40), some carbon buttons (41 31-34, 42) and the direction carbon button 
s'et of a cross joint (35-38), for example, ] button grabbing, such as ** and **, with the right hand, as 
shown in drawing 2 . And although the Internet spreads and a personal computer, a cellular phone, etc. as a 
communication terminal can, on the other hand, perform a program, acquisition of contents, an E-mail, etc. 
easily, recently, the appearance of home video game equipment connectable with the Internet and 
television whose Internet connectivity even refreshable home video game equipment appears an interactive 
movie, connect the controller pad further for game equipments, and becomes possible and in which two- 
way communication is possible is also just going to be expected. 

[0007] Moreover, although invention indicated by the above-mentioned official report is widely used by the 
end of today when carrying out a kana alphabetic character input in small equipments, such as a small word 
processor, and an electronic notebook and a cellular phone On the other hand, although the controller pad 
as an input unit used in the field of a game is used in order to operate the character which mainly appears 
in a game or to choose and publish various instructions Since arrangement, number, etc. of carbon buttons 
etc. were not necessarily decided for the purpose of the kana alphabetic character input it was difficult to 
use invention given in the above-mentioned official report for the environment in a controller pad as it is. 
For this reason, in the scene of making the identifier of a player etc. inputting at the time of initialization of 
a game, all the 50 sounds were displayed on the screen, after the player operated the direction carbon 
button of a cross joint and doubled cursor with the target alphabetic character, decision carbon buttons, 
such as O, were pushed and the alphabetic character was inputted. 

[0008] Furthermore, in JP,1 1-1 4361 6,A, the game equipment performed using controller BADDO for an 
alphabetic character input is indicated. According to this invention, this message can be transmitted, while 
displaying the candidate vocabulary group beforehand prepared for communication of a message using 
controller BADDO for game equipments, supposing that it is selectable in whether it is a gap and forming a 
message combining the selected vocabulary. Moreover, the alphabetic character input unit which inputs the 
alphabetic character expressed by the combination of a vowel and a consonant is also indicated by 
coincidence, this invention is mainly used with a small pocket communication device — having — a vowel 
input — switches, such as a cross-joint key on a control panel, — carrying out — a consonant — the 
example which performs an input by two or more numerical keypads is shown. 
[0009] 

[Problem(s) to be Solved by the Invention] Invention as a kana alphabetic character input unit indicated by 
the above-mentioned official report If , in order to be invention to which the device for reducing the 
number of keys required as a fundamental purpose was given, or to close kana alphabetic character alter 
operation, the miniaturization of a device Although it is carrying out [ sounds / 50 ] grouping rather than 
not reducing the count of actuation of a key or looking for the target alphabetic character from 50 sounds 
using a touch panel, a mouse, etc., and specifying an alphabetic character in two steps and is invention to 
which the device make a desired alphabetic character easy to check visually was given It is an environment 
using the common controller pad used with the game equipment which has spread widely, and is not 
invention for performing a kana alphabetic character input more efficiently. And although game equipment 
is for enjoying a game essentially Home video game equipment connectable with the Internet as mentioned 
above, and an interactive movie for example, in the case of refreshable home video game equipment The 
device to which the scene of naturally performing alphabetic character inputs, such as an identifier of a 
player, can also perform a kana alphabetic character input easily for a certain reason, using the controller 
pad for game equipments of a configuration of differing from the usual keyboard clearly in carbon button 
(key) arrangement, a number, a class, etc. as it is was needed. 

[0010] Moreover, if all the 50 sounds be displayed [ in / as mentioned above / the identifier input scene of 
the player in a game ] on a screen, in case a player would operate the direction carbon button of a cross 
joint and would double cursor with the target alphabetic character, there be much movement magnitude of 
cursor, and there be a fault that it be difficult to search and it could not input the target alphabetic 
character early after all since alphabetic characters other than the target alphabetic character be also 
display on coincidence. Moreover, in this case, since the required display tooth space was large, other use 
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in the vacant tooth space, for example, other characters, was able to be displayed, and animation was not 
able to be carried out. 

[0011] Moreover, in JP,1 1-1 4361 6,A, although controller BADDO for game equipments is used for an 
alphabetic character input, since a message is not created combining two or more character strings 
prepared beforehand in the case of creation of a message and it does not input one character at a time, a 
free expression was not necessarily enabled. Moreover, although it inputs at a time invention of one 

• character of the alphabetic character input unit which inputs the alphabetic character expressed by the 
combination of a vowel and a consonant what can be used on the control panel of the pocket 
communication device of dedication — it is — a consonant — at least ten keys for an input being needed, 

"and the controller pad for game equipments which has the key of such a large number, since it is not 
general The device was needed for using this invention to the common controller pad for game equipments 
then. Moreover, by this invention, it is thought from not displaying on a display that the vowel and 
consonant which should be inputted can be checked visually, and displaying the vowel and the consonant 
on the key of a control panel that it is not what comes out of a frame called the dedicated device for an 
alphabetic character input. 

[0012] Then, let it be a technical problem for this invention to offer the record medium and kana alphabetic 
character input unit which can input a kana alphabetic character easily using the common input unit for 
game equipments and which recorded the kana alphabetic character input approach and this approach in 
view of an upper report proposal. 
[0013] 

[Means for Solving the Problem] In order to solve the above-mentioned technical problem, the 1st mode of 
this invention It is the kana alphabetic character input approach using the input unit which has two or more 
carbon buttons in the left or the center on the analog stick of 1, and the right. Beforehand, for every head- 
of-the-sentence alphabetic character, carry out grouping of the 50 sounds and memorize them, and assign 
said each head-of^the-sentence alphabetic character to two or more fields classified into the radial from 
the core of a circle, and said head-of-the-sentence alphabetic character and said circle are displayed on 
them. While detecting the direction of said analog stick to which the player leaned the usual location of said 
analog stick as a core of said circle The head~o1H:he-sentence alphabetic character specified from this 
field corresponding to said direction of [ in said circle ] is made into the head-of-the-sentence alphabetic 
character under current selection. The carbon button notation which identifies said carbon button assigned 
corresponding to the alphabetic character and this alphabetic character belonging to the group of the 
head-of-the-sentence alphabetic character under said selection is displayed. It is characterized by 
including the step which inputs the alphabetic character corresponding to said carbon button of 1 pushed 
by the player from the alphabetic character belonging to the group of the head-of-the-sentence alphabetic 
character under said selection. According to this invention, use the configuration of the common controller 
pad for game equipments, that is, some decision carbon buttons, such as an analog stick usually arranged 
in the left or the center and ** usually arranged on the right, and **, are used. Since the head-o-f-the- 
sentence alphabetic character which has been visually arranged in the shape of [ intelligible ] roulette first, 
and was displayed was chosen with the left hand, and the alphabetic character to belong to this line with 
the right hand next was chosen, looking at a carbon button notation, the usual controller pad for game 
equipments can also perform a kana alphabetic character input easily. 

[0014] the 2nd mode of this invention — the 1st voice — while assigning the alphabetic character 
belonging to the group of the head-of-the-sentence alphabetic character under selection which can be set 
like to each carbon button on an input device, it is characterized by displaying the alphabetic character 
corresponding to the configuration and each carbon button location of said input device as it is. Without 
according to this invention, being conscious of especially notations, such as ** and **, since the physical 
arrangement relation between the analog stick of the common controller pad for game equipments or 
various carbon buttons is used as it is, the carbon button arrangement to a notation can be memorized, or 
it becomes unnecessary to check by the eye, and a kana alphabetic character input can be performed 
easily. 

[0015] The 3rd mode of this invention is the kana alphabetic character input approach using the input unit 
which has two or more alphabetic character input carbon buttons on the left on the direction carbon 
button set of a line selection cross joint, and the right. Beforehand, carry out grouping of the 50 sounds, 
memorize them for every head-of-the-sentence alphabetic character, and each head-o1M:he-sentence 
alphabetic character is arranged and displayed on a column. The head-of-the-sentence alphabetic 
character specified based on actuation of said direction carbon button set top of a line selection cross 
joint by the player or a bottom carbon button is made into the head-of-the-sentence alphabetic character 
under current selection. The carbon button notation which identifies said alphabetic character input carbon 
button assigned corresponding to the alphabetic character and this alphabetic character belonging to the 
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group of the head-of-the-sentence alphabetic character under said selection is displayed. It is 
characterized by including the step which inputs the alphabetic character corresponding to said alphabetic 
character input carbon button of 1 pushed by the player from the alphabetic character belonging to the 
group of the head-of-the-sentence alphabetic character under said selection. Also in this invention, a kana 
alphabetic character input can be easily performed in a small screen-display tooth space. Moreover, the 
4th mode of this invention is characterized by arranging and displaying each head-of-the-sentence 

• alphabetic character in the 3rd mode on a row. And the 5th mode of this invention is characterized by 
arranging each head-of-the-sentence alphabetic character in the shape of a grid, and displaying it 
combining the 3rd mode and 4th mode. In the 3rd mode and 4th mode, a kana alphabetic character input 

* can be performed easily similarly. 

[0016] And the 6th mode of this invention is the kana alphabetic character input unit which recorded the 
program of the kana alphabetic character input approach of any 1 modes from the 1st to the 5th 
mentioned above, and/or a record medium in which computer reading is possible. The 7th mode of this 
invention sets the kana alphabetic character input program which inputs a kana alphabetic character to a 
kana alphabetic character input unit memorizable in the storage section. An input means to have two or 
more carbon buttons in the left or the center on the analog stick of 1, and the right The 1st display means 
which carries out grouping of the 50 sounds, memorizes them for every head-of-the-sentence alphabetic 
character beforehand, assigns said head-of-the-sentence alphabetic character to two or more fields 
classified into the radial from the core of a circle, and displays said head-o"M:he-sentence alphabetic 
character and said circle, While detecting the direction of said analog stick to which the player leaned the 
usual location of said analog stick as a core of said circle The 1st selection means which makes the head- 
of-the-sentence alphabetic character specified from this field corresponding to said direction of [ in said 
circle ] the head-of-the-sentence alphabetic character under current selection, The 2nd display means 
which displays the carbon button notation which identifies said carbon button assigned corresponding to 
the alphabetic character and this alphabetic character belonging to the group of the head-oM:he-sentence 
alphabetic character under said selection, It is the kana alphabetic character input unit characterized by 
having 2nd selection means to input the alphabetic character corresponding to said carbon button of 1 
pushed by the player from the alphabetic character belonging to the group of the head-of-the-sentence 
alphabetic character under said selection. 
[0017] 

[Embodiment of the Invention] (1st operation gestalt) The gestalt of the operation which applied this 
invention to home video game equipment with reference to the drawing is explained hereafter. 
[0018] As shown in drawing 1 , the television monitor 4 and input unit 3 with which the home video game 
equipment 10 of this operation gestalt contained the loudspeaker 5 in the body 2 of game equipment are 
connected. The body 2 of game equipment has the medium read station (refer to drawing 3 ) which can 
equip with the record media 1, such as CD-ROM. The game program and game data which were recorded 
on the record medium 1 are automatically loaded to the storage section (RAM) within the body 2 of game 
equipment by equipping this medium read station with a record medium. 

[0019] As shown in drawin g 2 , the direction carbon button set of a cross joint which consists of a start 
button 30, the ** carbon button 31, the ** carbon button 32, the O carbon button 33, the x carbon button 
34, the upper carbon button 35, a right carbon button 36, a left carbon button 37, and a bottom carbon 
button 38, the analog stick left 39, the right 40, the L carbon button 41, the R carbon button 42, and the 
various carbon buttons of select button 43 grade are arranged, the input device 3, i.e., the controller pad, 
as an input means. 

[0020] As shown in drawi ng 3 , the body 2 of game equipment is equipped with the CPU block 20 as 1st 
and 2nd display means [ which controls the whole equipment] and 1st, and 2nd selection means. SCU by 
which the CPU block 20 mainly controls data transfer with each part within the body 2 of game equipment 
(System Control Unit), CPU which operates with a high-speed clock as arithmetic and program control, 
ROM basic control actuation of the body 2 of game equipment was remembered to be, While working as a 
work area of CPU, it consists of internal buses which connect RAM and these which memorize temporarily 
the game program and the various data which were recorded on the record medium 1 . 
[0021] The external bus 25 is connected to SCU20. An external bus 25 The input (an analog stick and 
carbon button information) from the controller pad as an input device 3 is received. To the CPU block 20, 
input The input receive section 21 which transmits, and the factice CPU who does not illustrate the 
medium read stations 22, such as a CD-ROM drive which reads the game program recorded on the 
preparation record medium 1, and is transmitted to the CPU block 20, and the image-processing section 23 
which draws an image according to the information which was equipped with the factices CPU and VRAM 
who do not illustrate, and was transmitted from the CPU block 20 — and It connects with the acoustical- 
treatment section 24 which is equipped with the factice CPU who does not illustrate, for example, 
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processes sound, such as back music and a light cavalryman's footstep. Moreover, the input receive 
section 21 is connected to the loudspeaker 5 by which the image-processing section 23 was built in the 
television monitor 4, and the acoustical-treatment section 24 was built in the input device 3 at the 
television monitor 4, respectively. 

[0022] Next, the scene of inputting the identifier of a player at the time of game initialization is explained, 
referring to a flow chart about actuation of the home video game equipment 10 of this operation gestalt. In 

• addition, a record medium 1 shall already be inserted in the body 2 of game equipment, a game program and 
game data shall be stored in RAM within the CPU block 20, and the internal initialization process for game 
starting shall be made. Moreover, in order to simplify explanation, in the following flow charts, explanation of 

"the processing of game original concerning game advance other than an identifier input was omitted. 
[0023] As shown in drawing 4 , CPU within the CPU block 20 performs kana alphabetic character input 
routine according to the input from a controller pad. In this kana alphabetic character input routine, the 
kana alphabetic character input screen of an initial state as shown in drawing 5 at step 102 is displayed 
first 

[0024] Grouping of the 50 sounds is beforehand carried out for every head-ol^the-sentence alphabetic 
character, and it stores in RAM. It divides into" and ten groups of "**". namely, "**" — " — it is — " — 

tt ft t " . , " " ///•/.,////,.// | ft ft tt . /•/,.// ft • . • " ft 

— and ** — — , ** , ** , and ** — — in a ** line group ** — — it is — — — 
obtaining — " — " — obtaining — " — and — " — " — five characters — " — it is — " line group — " — 
it is — " — " — coming — " — five characters of "**", and "**", and .... a "**" line group — three 

characters, "**", "**", and "**", — as — grouping is carried out and it memorizes. Moreover, it is 
updated, whenever it also memorizes to RAM initial information, such as other variables, for example, the 
location of the alphabetic character input cursor C1 mentioned later, the direction of the line selection 
cursor C2, a head-of-the-sentence alphabetic character under selection, and a display mode, and these 
have change. And these numeric values memorized by RAM are transmitted to the image-processing 
section 23, and a kana alphabetic character input screen is displayed. 

[0025] In drawing 5 in the screen upper part An identifier input is stopped when the decision carbon button 
B1 and start button 30 which finally finalize the character string currently displayed on the current 
identifier input screen W1 when the identifier input screen W1 which displays the inputted alphabetic 
character and the alphabetic character input cursor C1, and a select button 43 are pushed are pushed. 
Termination carbon button B-2 which returns to game advance is displayed, and the line selection cursor 
C2 for choosing circular screen W3 for choosing the alphabetic character selection screen W2 and head- 
of-the-sentence alphabetic character for choosing and inputting one character and which head-of-the- 
sentence alphabetic character from five characters is displayed on the screen lower part Here, circular 
screen W3 assigns each head-of-the-sentence alphabetic character to two or more fields in the circle 
classified by lengthening two or more radii from the core of a circle to a radial, and shows it in the shape of 
roulette. Moreover, the line selection cursor C2 points out the line by which current selection is made, and 
the inverse video of this line is carried out. In addition, in an initial state, a "**" line is chosen and the line 
selection cursor C2 is. 

[0026] Next, in step 104 of drawing 4 , although the analog stick left 39 had change by actuation of a 
player, it judges whether it is no. It progresses to step 1 12 at the time of a negative judging, and the 
direction of an analog stick is detected at step 106 at the time of an affirmation judging, and it stores it in 
RAM. In addition, you may be the right 40 although [ this operation gestalt / relation / of the carbon button 
for alphabetic character selection of the analog stick on a controller pad and **, **, etc. / physical 
arrangement / change of an analog stick ] the left 39 is detected. Moreover, an analog stick is usually 
operated, when a player presses down and leans with a finger, but after lifting a finger from a stick, it is the 
structure which returns to the location of the center which is in the original condition. Next, while reversing 
the column of the line rotated, displayed and chosen so that it may become a direction with change of an 
analog stick about the direction of the line selection cursor C2 at step 108, the head-of-the-sentence 
alphabetic character concerned is stored in RAM. 

[0027] And at step 1 10, the element of the selected line and the notation of a corresponding carbon button 
are displayed on the alphabetic character selection screen W2, and it progresses to step 112. it is shown in 
drawing 6 — as — for example, — " — it is — " — the line selection cursor C2 points out a "**" line with 
an initial state and, as for an initial state and a change, does not have circular screen W3 to input, either, 
here — — the ** carbon button 31 on a controller pad — " — it is — " — the ** carbon button 32 

— " — obtaining — " — the O carbon button 33 — " — obtaining — " — the x carbon button 34 — and - 

- " — " — it assigns corresponding to the R carbon button 42, and if the depression of the carbon button 
corresponding to an alphabetic character to input while a player looks at a carbon button notation is 
carried out, internal processing will be carried out so that the alphabetic character may be inputted. 
[0028] At step 112, it judges whether it was pushed by the player any of **, **, O, x, and the R carbon 
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button they are, and in an affirmation judging, the alphabetic character corresponding to the carbon button 
pushed at step 114 is inputted, and it is stored and displayed on RAM, and it progresses to step 116. if the 
depression of the ** carbon button is carried out like drawing 6 — " — it is — " — it is displayed on the 
identifier input screen W1. After the input receive section 21 receives the pushed carbon button 
information, while internal processing here is transmitted to the CPU block 20, is stored in RAM and 
incorporated, the alphabetic character of the purpose corresponding to the carbon button is displayed on 
. the identifier input screen W1 by image-processing section 23 course. And it progresses to step 116 as it 
is -at step 112 at the time of a negative judging. 

[0029] Next, at step 116, it judges whether the left carbon button 37 or the right carbon button 36 of the 
" direction carbon button set of a cross joint was pushed. The alphabetic character input cursor C1 in the 
identifier input screen W1 is moved at step 1 18 at the time of an affirmation judging, it progresses to step 
120, and it progresses to step 120 as it is at the time of a negative judging. When a right carbon button is 
pushed, this cursor is moved and displayed on the right, and when a left carbon button is pushed, this 
cursor is moved and displayed on the left. When cursor is displayed on a right end and a right carbon 
button is pushed further, even if displayed on a left end, it is good also as migration being impossible. 
[0030] Next, at step 120, it judges whether the line selection cursor C2 has pointed out "**" from "**." It 
progresses to step 126 at the time of a negative judging, and judges whether the upper carbon button 35 of 
the direction carbon button set of a cross joint or the bottom carbon button 38 was pushed next at step 
122 at the time of an affirmation judging. It progresses to step 126 at the time of a negative judging, and at 
the time of an affirmation judging, a display mode is changed at step 124, it stores in RAM, and the 
alphabetic character selection screen W2 and circular screen W3 are displayed withjthe display mode which 
was transmitted to the image-processing section 23 and changed. It returns to the "dulness" shown in 
^awingJJ whenever a display mode is a "hiragana" in an initial state as shown in drawing 10 , and it carries 
out the depression of the bottom carbon button, the "p-sound" shown in drawing 1 1 , "the contracted 
sound and the geminated consonant" which are shown in drawing 12 , the "katakana" shown in drawing j_3 , 
"the alphabet (small letter)" shown in drawing 14 , "the alphabet (capital letter)" shown in drawing 15 , and 
a "hiragana". Moreover, a display mode is changed in sequence contrary to the case of a bottom carbon 
button whenever it carries out the depression of the upper carbon button. In addition, although it was made 
not to change with this operation gestalt about the display of the head-of-the-sentence alphabetic 
character concerned in circular screen W3 since all lines could not become about dulness, a p-sound, a 
contracted sound, and a geminated consonant, it may be made to carry out display change of this. 
Moreover, since it becomes blank from the degree of z lines to the notation column while the element of z 
lines is set only to z and only the depression of ** carbon button becomes effective about the "alphabet" 
of drawing 14 and drawing 15 , since it is 26 characters on the whole, other alphabetic characters may be 
assigned to this part 

[0031] Next at step 126, it judges whether the line selection cursor C2 has pointed out the figure and the 
notation column. It progresses to step 132 at the time of a negative judging, and judges whether the upper 
carbon button 35 of the direction carbon button set of a cross joint or the bottom carbon button 38 was 
pushed next at step 128 at the time of an affirmation judging. It progresses to step 132 at the time of a 
negative judging, and character representation is changed at step 130 at the time of an affirmation judging. 
Although "0", "1", "2", "3", and "4" are displayed on the alphabetic character selection screen W2 by the 
initial state when the line selection cursor C2 has pointed out the figure in character representation 
modification, for example, as shown in drawing 16 When the upper carbon button 35 or the bottom carbon 
button 38 is pushed, "5", "6", "7", "8", and "9" are displayed, and if a depression is carried out once 
again, "0", "1", "2", "3", and "4" will become selectable to be displayed, moreover, the time of the line 
selection cursor C2 having pointed out the notation — "**" (with this operation gestalt it treats with the 
notation meaning a tooth space), and "-" — "— " — ". — " — "—! — " — it is displayed, and whenever 
it carries out the depression of the upper carbon button 35 or the bottom carbon button 38, the following 
five notations become selectable to be displayed. 

[0032] An alphabetic character input is repeated as mentioned above fundamentally, and a character string 
to input a player is displayed on the identifier input screen W1. And it judges whether it is the no on which 
the select button 43 which finally finalizes the character string currently displayed on the current identifier 
input screen W1 at step 132 was pushed, and a character string is finalized at step 134 at the time of an 
affirmation judging, and it ends kana alphabetic character input routine. In a negative judging, it judges 
whether next the start button 30 was pushed at step 136. An identifier input is stopped at the time of an 
affirmation judging, it ends kana alphabetic character input routine, and returns to the usual game advance. 
It returns to step 104 at the time of a negative judging. 

[0033] Other operation gestalten which added modification to the display of the alphabetic character 
selection screen W2 as used in the field of the 1st operation gestalt or circular screen W3 hereafter are 
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shown. 

(2nd operation gestalt) It is the displayed operation gestalt which displayed the alphabetic character which 
can display an input device on a screen and can input it into drawing 1 7 on a corresponding carbon button 
instead of the alphabetic character selection screen W2 so that it may be shown (selection). The target 
alphabetic character can be inputted by pushing the carbon button which corresponds using physical 
arrangement relation, without (it is not necessary to memorize the carbon button arrangement to a 

► notation, or to check by the eye) this being conscious of especially notations, such as ** of a carbon 
button, and **. Moreover, the head-of-the-sentence alphabetic character by which current selection is 
made may be displayed on the location of the analog stick left. Other configurations etc. are not different 

" from the 1 st operation gestalt. 
[0034] (3rd operation gestalt) It is the operation gestalt which displayed circular screen W3 as a screen of 
a vertical single tier as shown in drawing 18 . Although a fundamental configuration etc. is not different 
from the 1st operation gestalt, by operating the direction carbon button set top of a cross joint instead of 
an analog stick, or a bottom carbon button, a player will change the head-of-the-sentence alphabetic 
character by which inverse video is carried out, and will call it the head-of-the-sentence alphabetic 
character under current selection with the head-of-the-sentence alphabetic character as used in the field 
of the 1st operation gestalt by which inverse video is carried out In addition, with the 1st operation gestalt 
in case a display mode is changed or alphabetic character input cursor is moved, the direction carbon 
button of a cross joint is used, but with this operation gestalt, only when conditions are attached so that 
these processings may not be overlapped, for example, the L carbon button 41 is pushed on coincidence, 
measures, such as enabling modification of a display mode, are needed. This point is the same also in the 
following 4th and the 5th operation gestalt 

[0035] (4th operation gestalt) It is the operation gestalt which displayed circular screen W3 as a screen of 
a horizontal single tier as shown in drawing 19 . Although a fundamental configuration etc. is not different 
from the 3rd operation gestalt, by operating the right or left carbon button of the direction carbon button 
set of a cross joint, a player will change the head-of-the-sentence alphabetic character by which inverse 
video is carried out and will call it the head-of-the-sentence alphabetic character under current selection 
with the head-of-the-sentence alphabetic character as used in the field of the 1st operation gestalt by 
which inverse video is carried out 

[0036] (5th operation gestalt) It is the operation gestalt which displayed circular screen W3 as a rectangle 
screen as shown in drawin g 20 . It is the operation gestalt which combined the 3rd operation gestalt and 
the 4th operation gestalt. 

[0037] (6th operation gestalt) It is the operation gestalt which gave an indication in circular screen W3 
more intelligible as shown in drawing 21 . Other configurations etc. are not different from the 1st operation 
gestalt 

[0038] Although illustrated with this operation gestalt by the case in the specific scene of the identifier 
input of the player at the time of game initialization About a display and processing of the screen (the 
identifier input screen W1, the alphabetic character selection screen W2, and circular screen W3 as used in 
the field of this operation gestalt) for inputting a kana alphabetic character By stationing permanently the 
kana alphabetic character input routine of this invention as FEP (Front End Processor), you may be the 
configuration which opens a scuttle always and enables activation of a kana alphabetic character input 
during other application activation. In this case, it will be constituted based on actuation of OS (Operating 
System). Moreover, although the controller pad for game equipments is used in this invention, if actuation 
with game equipment is possible for the software itself to operate also in various applications (for example, 
Internet related software etc.) including the scene of not limiting to a game and inputting a kana alphabetic 
character, it cannot be overemphasized that this invention can be carried out And like the above- 
mentioned, even if it is television whose Internet connectivity connects the controller pad for game 
equipments and becomes possible and in which two-way communication is possible, that this invention can 
be carried out does not wait for argument for this contractor, either. 

[0039] Moreover, although the program was transmitted to RAM with this operation gestalt by reading the 
record medium 1 which recorded the kana alphabetic character input program by the medium read station 
22, it does not have the medium read station 22, but a kana alphabetic character input program is recorded 
on ROM, and you may make it read a kana alphabetic character input program from this ROM. If it does in 
this way, it can consider as kana alphabetic character input-only equipment Furthermore, although the 
example which uses CD-ROM as a record medium 1 explained with the above-mentioned operation gestalt, 
even if it is the ROM cartridge and the mass floppy (trademark) disk in which loading is possible to RAM of 
the CPU block 20, a magnet optical disc, DVD-ROM, etc., if it has these medium read stations 22, it cannot 
be overemphasized that this invention is applicable. 
[0040] 



n 

[Effect of the Invention] Since the configuration of the common controller pad for game equipments is 
used according to this invention as explained above, the usual controller pad for game equipments can also 
perform a kana alphabetic character input easily. That is, smooth operability is acquired by having made it 
choose, looking at a carbon button notation for an alphabetic character to choose the head-of-the- 
sentence alphabetic character which has been arranged first and visually at the shape of intelligible 
roulette using the decision carbon button of some, such as an analog stick usually arranged in the left or 

- the center and ** usually arranged on the right, and **, and was displayed with the left hand, and belong to 
this line with the right hand then. Moreover, since a required screen-display tooth space is small and ends, 
other use in the vacant tooth space, for example, other characters, can be displayed, and animation can be 

" carried out. 



[Translation done.] 
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* NOTICES * 

JPO and NCI PI are not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not reflect the original precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] It is the outline perspective view showing the connection mode of home video game equipment. 
[Drawing 2] It is the top view of the input unit used for home video game equipment. 

[Drawing 3] It is the outline block diagram showing the configuration of the body of game equipment of the 
1st operation gestalt which applied this invention. 

[Drawing 4] It is the flow chart which shows the kana alphabetic character input routine of the 1st 
operation gestalt 

[Drawing 5] It is the kana alphabetic character input screen of the initial state displayed on the television 
monitor of the 1st operation gestalt 

[Drawin g 6] the alphabetic character in the alphabetic character selection screen W2 — " — it is — " — 
after the ** carbon button 32 corresponding to notation ** was pushed — the identifier input screen W1 - 

- " — it is — " — it is the screen of the television monitor when being displayed. 

[Drawing 7] the alphabetic character in the alphabetic character selection screen W2 — " — after " and 
the O carbon button 33 corresponding to notation O were pushed — the identifier input screen W1 — " — 
it is the screen of a television monitor when " is displayed. 

[Drawing 8] the alphabetic character in the alphabetic character selection screen W2 — " — after " and 
the O carbon button 33 corresponding to notation O were pushed — the identifier input screen W1 — " — 
it is the screen of a television monitor when " is displayed. 

[Drawing 9] the alphabetic character in the alphabetic character selection screen W2 — " — coming — " - 

- after the ** carbon button 32 corresponding to notation ** was pushed — the identifier input screen W1 

- " — coming — " — it is the screen of the television monitor when being displayed. 

[Drawing 10] It is the explanatory view of the display mode which changes whenever the top carbon button 
35 or the bottom carbon button 38 is pushed. 

[Drawing 1 1] It is the screen displayed on the television monitor when the top carbon button 35 or the 
bottom carbon button 38 is pushed, a display mode is made into p-sound mode and the "**" line is making 
it choose. 

[Drawing 12] It is the screen displayed on the television monitor when the top carbon button 35 or the 
bottom carbon button 38 is pushed, a display mode is made into a contracted sound and geminated 
consonant mode and the "**" line is making it choose. 

[Drawin g 13] It is the screen displayed on the television monitor when the top carbon button 35 or the 
bottom carbon button 38 is pushed, a display mode is made into katakana mode and the "A" line is making 
it choose. 

[Drawing 14] It is the screen displayed on the television monitor when the top carbon button 35 or the 
bottom carbon button 38 is pushed, a display mode is made into alphabet (small letter) mode and the "a" 
line is making it choose. 

[Drawing 15] It is the screen displayed on the television monitor when the top carbon button 35 or the 
bottom carbon button 38 is pushed, a display mode is made into alphabet (capital letter) mode and the "A" 
line is making it choose. 

[Drawing 16] It is the screen displayed on the television monitor when making the line selection cursor C2 
choose according to a "figure." 

[Drawing 17] It is the screen equivalent to the alphabetic character selection screen W2 as used in the 
field of the 1st operation gestalt in the 2nd operation gestalt displayed on the television monitor. 
[Drawing 18] It is the screen equivalent to the alphabetic character selection screen W2 and circular 
screen W3 as used in the field of the 1st operation gestalt in the 3rd operation gestalt displayed on the 
television monitor. 
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[Drawing 1 9] It is the screen equivalent to the alphabetic character selection screen W2 and circular 
screen W3 as used in the field of the 1st operation gestalt in the 4th operation gestalt displayed on the 
television monitor. 

[Drawing 20] It is the screen equivalent to the alphabetic character selection screen W2 and circular 
screen W3 as used in the field of the 1st operation gestalt in the 5th operation gestalt displayed on the 
television monitor. 

- [ Dra wing 21] It is the screen equivalent to the alphabetic character selection screen W2 and circular 
sereen W3 as used in the field of the 1st operation gestalt in the 6th operation gestalt displayed on the 
television monitor. 

" [Description of Notations] 
Y Record Medium 

2 Body of Game Equipment 

3 Input Unit (Input Means) 

4 Television Monitor 

5 Loudspeaker 

20 CPU Block (1st and 2nd Display Means and the 1st 2nd Selection Means) 
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